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RECREATION FOR MEETINGS 


BERNICE M. Scott 


Recreation should provide an opportunity for people to get acquainted, to 
make friends, to relax, to be creative, to use their imaginations, and to have a 


good time. 


Recreation is not limited to any single activity such as golf or dancing. It can 
be as broad and as varied as you want to make it. It should include things 
people do alone and things they do with others; some indoor and outdoor events ; 
some things that require them to be physically active and some that require them 
to be mentally active. 


The material in this bulletin includes a variety of games for people in all kinds 
of groups. They should be fun for 4-H Clubs, Home Demonstration units, 
church groups and other community groups as well as for entertaining at home. 


Many can be adapted to larger groups. 


The games are classified as mixers and defrosters; socializers; team and relay; 
dramatic and mental games. Those that require special formations, equipment, or 
numbers of people are indicated. Singing, folk and square dancing are also 


good resources for group recreation programs. 


Good recreation programs are the result of thoughtful planning, effective 


leadership, and careful evaluation. 


PLANNING 


An elected or appointed recreation committee, whose members have a variety 
of experience, is helpful. Committee members give each other ideas and self 
confidence and add variety to a program. When each committee member has a 
part in planning, leading, and carrying out the program, he is also interested in 


its success. 


A committee should consider these points in planning: 


1. Purpose—Honor a visitor, anniversary 


2. Physical factors— 
a. Space and location of chairs, type of floor 


b. Age and agility of guests 


3. Interests and needs of group 
a. What do they like to do? 
b. What happens before and after the recreation program? 
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4. Theme—Ties the program of activities together 
Time—Amvount, time of day, time of year 
Activities—A varicty suitable to the occasion, the group and the place 
Programming—Building program to a climax ending with quieter activities 
Leadership—Enthusiastic leaders who can clearly and quickly explain the games 

. Schedule—List of games for each leader 

. Closing—A_ closing activity—song, 4-H pledge, or poem—which may become 

traditional 


Plan activities for all from the time they arrive until they leave. If there is 


a large group of mixed ages, divide into small groups or teams with persons of 


all ages in each. Play some games that will appeal to each age group. Avoid 
‘goat’ games where one or two are laughed at by all the rest. Play a minimum 
of “you missed, you're out’’ games. Practice makes better players. Involve those 
who “came to watch’ by asking them to be scorekeepers, basemen, or equipment 
holders. It's more fun to play than to watch. Remember, your job is to help 


people have a good time. 


LEADERSHIP 


A good leader can overcome poor planning but good planning cannot over- 
come poor leadership. 

Part of the purpose of recreation programs is to help people become better 
leaders. After carefully planning the program, each committee member should 
practice leading games to improve his skill and develop self confidence. 

A good recreation leader: likes people — enjoys helping others have a good 
time is enthusiastic is patient has a sense of humor — works well 
with others has himself and equipment ready gives directions clearly 
and quickly — stands where he can be seen and heard — plays the game him- 
self stops while everyone is having a good time says to himself, “How 
can I improve?” 

It's not all up to the leaders. A member, as well as a leader, needs to get 
into the spirit of the occasion. It is hardly fair to others and to yourself if you 
refuse to play because it isn’t your favorite game. You will have fun if you 


expect to have fun. 


EVALUATION 


What happened from the first hello until the last goodbye? What needed to 
be improved? Along with good planning and good leadership, the committee 
must take a look at what happened during the program while it is still fresh in 
their minds. 

Did you greet people with a friendly hello when they arrived and show them where to 


leave their coats ? 
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Did you have some defrosters and mixers going as soon as coats were off ? 

Did you start the group games soon enough ? 

Did you select games all could play ? 

Could you go easily from one game to another, without too much shifting of chairs o1 
changing of groups? 

What games should have been improved—left out ? 

Did you divide into groups by some method other than counting off ? 

Did games stop while people were saying, “Let's play some more?” 

Did the leaders do their job well—have their equipment ready ? 

Did you say, “Thanks, we had fun’ when people told you they had a good time ? 

Did the committee members play with the group? 


Are you ready to start on another program ? 


DEFROSTERS AND MIXERS 


PUT YOURSELF LAPEL NEEDLE 
THROUGH A CARD }-inch dowels and string 


ix6 cards and scissors Make lapel needle, as illustrated, of 


}-inch dowel about 6 inches long 


Give a card and scissors to each : 
with string slightly shorter. Place 


person and challenge him to cut the : 
needle in button hole and have wearer 


card so he can put himself completely Ci ae 
get if off. 


through it. 


Solution: Use fabric to compensate 
for shortness of string. 
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Solution: Fold card lengthwise. Cut 
in parallel lines about 4 inch apart, 
starting from folded edge, then from 
the other edge, making last cut from 
folded edge. When finished, cut 
through folded edges, except first loop 
on either end. 
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STRING PUZZLE 
40 inches of chalk 


line for each player 


Tie each wrist of one player with 
Tie another 


an end of his chalk line. 
chalk 


then loop free end over the chalk line 


line around wrist of partner, 
of the first player and tie other wrist. 
Partners get separated from each 
other without untying the strings. 
Solution: One player lays his own 
string on wrist of partner, passes it 
under the string tied around his part- 
ner's wrist and over his partner's hand. 


USING YOUR SENSES 
Collection of articles 
to look a, feel, lis- 
ten to, smell or taste. 
Cards, pencils 

Make a 
that persons are to identify by using 


collection of 10 articles 


one or more of the senses. 


Example 
foodstuffs in jars such 


flour, salt to be 


. White 
sugar, identified 
sight. 

. A drop of liquid on cotton such 
vanilla, oil of clove, or camphor 


be identified by odor. 


. Objects such as paper weight, pot 
scratcher, or candle stick to be placed 
in paper bags and identified by touch. 

. Sounds recorded on tape such as tele- 
phone busy signal, squeaky rocking 
chair, cracking of chewing gum to be 
identified by listening. 

. Foodstuffs such as yogurt, soda, pow- 

tasted. Use 


dered potatoes to be 


paper cups and wooden spoons. 


AUTOGRAPH BINGO 
Bingo cards and pencils 

A good mixer for early arrivals. 
Make bingo card as illustrated. Each 
person puts his own name in center 
of card, then exchanges autographs 
with others until card is filled. Leader 
reads off names of those present until 
someone ‘“‘bingos’” in any direction. 
The “bingo” persons are then intro- 
duced. 
1. Put 
a time limit on getting names. 2. Get 


Game has many variations. 


information in addition to name. 3. 
Use 9-square bingo for smaller group. 
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DRAW A STAR 


Stars, mirrors and pencils 


Make dotted stars on paper for each 


player. Place mirror so star is reflected 


in it. Join dotted lines together by 


looking in the mirror rather than on 


the paper. 


CATEGORIES 


is a game similar to 


Categories 
Rhythm (see page 7). 

The leader establishes the rhythm 
of 3 and on count 3 calls a category. 
Example: Trees. The next player on 
the count of 3, calls a variety of trees. 
Example: Maple. Players, in turn, 
name a tree. When a player makes a 
mistake, he starts a new category. 


In a variation of this game, a word 


is called. The next person then calls 
a word which begins with the final 
letter of the previous word. Player is 
eliminated when he makes a mistake. 


SOCIALIZERS 


SING SONG MIXER 


Song title for each 
person 


A good noisy mixer that is fun and 
can be used to get a large group into 
smaller groups. Write the names of 
several familiar songs and give one to 
each person, The number of different 
songs is determined by the number of 
groups Example: Twenty 
persons 
people, make 5 copies of 4 different 


desired. 


present. For groups of 5 


songs. 


At signal from leader, all start 
singing songs and join in a group with 
others singing the same song. This 
game can be played using names of 
animals with persons making animal 


sounds to get into groups. 


CHINESE KNOTS 
Maximum of 15 players 

One player leaves the group. Other 
players join hands in a line and the 
leader twists the line into a mixed up, 
compact group. The first player re- 
turns and attempts to form a line 
again. 

If there is a large group of people, 
this can be made competitive by form- 
ing several small groups. Each player 
who is to untie the knots, goes to a 
group other than his own. Time the 
game to see who can solve the prob- 
lem most quickly 
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CONCENTRATION 


Playing cards 
8-10 players 

Place table. 
First player turns up two cards. If 
they do not match, he returns them to 
the same place and the next person 
plays. If the cards match, he takes 
them and turns up two more. As long 


cards face down on 


as he picks up matching cards, he can 


play. Game continues until all cards 


are picked up. The person with the 
most cards is winner. Matching pic- 
tures, numbers or alphabet letters can 
also be used. 


BIRD, BEAST, FISH 


Here are 2 games by this title. 
Seated circle 

“It” is in the center of the circle. He 
points to a player says “bird,” ‘‘beast,”’ 
or “fish,” and counts to 10 as quickly 
counts to 10 be- 
fore the person who is pointed at can 
answer with the name of a specfic 
bird, beast, or fish, the person who 
If he 


answers in time, the person who is 


as possible. If “It” 


fails to answer becomes “‘It’’. 


“It’’ must move to others in the circle. 
Specific animals, birds, or fish can be 
named only once. 


Groups of 5 to 8 players, scattered 
around the room an equal distance 
from the leader who is in the center 
One player from each team goes to 
the leader, who gives all team repre- 
sentatives the name of the same bird, 
beast, or fish. Player goes back to his 
own group, pantomiming first the 


type: Wave arms for bird, put arms 
down to represent forefeet for beast, 
put hands together and make swim- 
ming motion for fish. When this is 
guessed, he makes motions associated 
with the specific bird, beast, or fish. 
When team guesses the correct answer, 
the player runs back to leader, who 
scores 1 point for team that reports 
first. 

with different 


Game __ continues 


members of each team. 


SCRAMBLED WORDS 


Lists of jumbled words 
and pencils 

Leader makes a list of jumbled 
words of interest to the group: poul- 
try breeds, kitchen equipment, teenage 
slang, technical terms. Either by indi- 
viduals, couples, or teams unscramble 
the words within a time limit. 


RHYTHM 
Seated circle 

The game President (page 8), is a 
good Rhythm. 
Rhythm requires conentration and co- 


lead-up game to 
ordination. Start the game slowly and 
be sure all understand how to play. 
Players number consecutively. Num- 
ber 1 acts as leader and establishes 
the rhythm followed by all the rest. 
Example: 
Touch knees — Clap hands 
1 2 
Snap fingers — Snap fingers 
3 4 
On first snap, number 1 says his 
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own number, second snap the 
number of someone else in the circle, 
Example: Touch clap 1 7. 

Number 7 continues, calling 7 and 
another number on the snaps. When 
a player fails to say a number, to say 
one in rhythm or says a number that is 
not in the circle, he moves to the chair 


All who 


were previously below him move up 


with the highest number. 


one place and take new numbers. The 
purpose is to get to number 1 chair. 
In an interesting variation of this 
game, players choose a motion to 
make instead of being given a number. 
Example: Stamp foot, scratch head. A 
player makes his own motion and that 
of another. Game continues as when 
calling numbers, except when a player 
makes a mistake, he is eliminated. 


PRESIDENT 
Seated semi-circle, maximum 
15 players 

Players are called, President, Vice- 
President, Secretary, Treasurer, then 
3, until each player 
The Presi- 


calls a number or one of the 


numbered 1, 2, 
has an office or a number. 
dent 
other officers. The person who has the 
office or the number called must im- 


The 


game continues until a player calls a 


mediately call another number. 


wrong number or fails to answer. The 
person who fails, moves to the chair 
with the highest number and all 
players who were below him move up 
Each person changes his 


The object is 


one place. 
number as he moves. 
to get to be President. 


PIN HOLE PICTURE 


Pencil, paper, buttons 
and darning needle 

Place papers in a pile and at ran- 
dom scatter a dozen buttons on the 
top sheet. Where these buttons fall, 
prick holes through all papers with a 
darning needle or a hat pin. Give 
each player one of the papers and ask 
him to draw a figure in which the pin 
pricks are used in making the main 
outline. 


SLIPPER SLAP 
Slipper or roll of paper 
Circle, 10-15 players 

“It stands in the center. Players 
pass slipper from one to another be- 


hind them. Whenever pe yssible the 
players hit the shoulder of “‘It’’ with 
the slipper. ‘It’ tries to find the 


slipper and when he does, exchanges 
places with the person who has the 
slipper. 


ELEPHANT 

Circle, 10-15 players 

He walks to 
someone, says “Elephant” and counts 
to 10. Before he reaches 10, the per- 
son pointed to makes an elephant 
trunk with his fists. Players on either 
side of him put nearest hand to side 
of his head to make ears. Any one of 
the 3 players who fails to make the 
correct motion before the count of 10 


“It stands in center. 
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RELAY OR TEAM GAMES 


CAT 
2 teams of 5-15 players 

Place 9 chairs in 3 rows of 3 chairs. 

One player at a time from each 
side steps into a square, or sits on a 
chair, trying to get 3 players from a 
team in a row and preventing the op- 
posite team from doing the same 
thing. 

Rows are made in any direction. 
Players cannot assist team members. 
Point is given to team with 3 in a 
row first. Teams alternate in starting 
the game. 


KNOT UNTYING 
2 ropes with as many 
knots at intervals as 
there are players 

2 teams 


Captain unties one knot, gives rope 


to next player who unties the next 


knot and thus down the line. Same 
kind of knots must be tied in all ropes. 
Players should not help each other. 


NUMBERS 
Set of cards with numbers 
2 or more teams of 5 players 

The leader holds up 2 or more 
cards must call out the 
totals. Team first answering correctly 


and teams 
scores a point. 
To give variety, leader may say: 
Add, divide, subtract, or multiply. 
Leader should prepare cards and 
problems in advance. 


MILL 
2 teams of 4 players 

Players sit in alternate turns as in 
the Cat game, trying to get 3 players 
from a side seated in a row in any 
direction. After 3 players from each 
side have played and there is no score, 
then the fourth member of each team, 
in alternate moves team 
member to any of the 3 remaining 
chairs. Clever players can prevent a 


turns, any 


score for a long time. 


ALPHABET SCRAMBLE 


2 sets of alphabet cards 
2 relay teams of 5-15 players 

A complete set of alphabet cards is 
placed on a table about 5 feet in front 
of each team. A base line is drawn 
about 5 feet beyond the table. 

When a word is called, each team 
member goes forward, picks up his 
letter and goes to base line to form 
the word. Score is given to team that 
forms word first. Players then go to 
rear of line. 

If word called is a 5 letter word, 
First 
player picks up first letter, second 


first five players go forward. 


player second letter, and so forth. 


BALLOON BAT BALL 
1 balloon for each 4 players 
2 teams of 5-15 players 

Teams are seated in rows about 3 
feet apart. Left hand chair 
seat, right bats the balloon. 


grasps 


“3° 
; 
= 
i 
aa 


Leader tosses balloon in between 
lines and players, while seated, attempt 
to bat balloon over the heads of the 
opponents. If they succeed and bal- 
loon touches floor, team scores a point. 


Example: If team A bats ball to floor 


DRAMATIC OR 


IN THE MANNER 
OF THE ADVERB 


“It” leaves the room while the 
group chooses an adverb, such as 
“slowly.” 


“It” returns and attempts to find 
out the adverb by asking a player to 
do something in the manner of the 
adverb. He may say, “Eat in the man- 
the adverb.” The player so 
pantomime 


ner of 
instructed must eating 
slowly. If “It” doesn’t guess the ad- 
verb, he asks the next person to do 
some other action in the manner of 
the adverb. 

Each person in the circle may be 
asked until “It guesses the adverb. 
When “It” 
player who last performed becomes 


guesses the adverb, the 


“It” for the next game. 


DUMB CRAMBO 
Groups of 5-8 players 


Each group chooses a verb and a 


rhyming word such as “run” and 


“gun.” A group tells its rhyming 
word. The other groups by acting, 
rather than talking, must guess the 


verb. This is a 2-way guessing game, 


behind team B, point is scored by team 
A. 

One person is needed on each side 
to keep score and throw balloon back 


into play after point is scored. 


ACTING GAMES 


for the first group must guess what 


the other groups are doing and identi- 
fy it, even though it is not the verb 
chosen. 

This game is most fun if players 
remember to act out their ideas, in- 
stead of saying them. 


SCRAMBLED ANAGRAMS 


Set of scrambled 2-5yl- 
lable words for each group 
Groups of 5-8 players 


Each group is given a scrambled 
2-syllable word in which each syllable 
is a word. Example: Wind-storm, 
foot-ball, chest-nut. 

The group determines the word, 
acts out each syllable, then the whole 
word. The other groups attempt to 
guess the word after the action is com- 
pleted. 

It adds to the fun of this game if 
the syllable actions are unrelated to 
the total word. Example: In the word 
football, foot might be acted out by 
someone shopping for shoes, ball by 
acting out bawl, and then football 
by a 


game. 


team warm-up session before a 
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PAPER BAG DRAMATICS 


i to 5 articles 
in a bag for each group 
Group of 4-5 players 


Ask each group to plan and put on 
a skit using the articles as props. Skits 
may be with pantomime or dialogue. 
Insist that all persons take part. If 
they cannot be people, they can be 


such things as a water cooler, a coat 
rack, a typewriter, or a rocking chair. 

If groups have difficulty getting 
ideas, them what each article 
makes them think of. 


ask 


Suggested variations of this game: 
1. Groups are all given the same 
props. 2. Groups are all given a prob- 
lem and requested to use these props 
in solving the problem. 


MENTAL GAMES 


These games are good because they require imagination and keen observation. 
Many of them cannot be used often with the same group, so a leader needs a 


a number of games of this type. 


TEN UP 
10 cards or pieces of 
paper 
2 or more players 
Leader arranges the 10 cards on the 
table and tells the group that the cards 
on the table represent a number and 
asks the group to figure out what the 
number is. After each guess, he care- 
fully rearranges the cards again. 
Solution: Leader places fingers on 
edge of table after arranging the cards. 
The number he has there is the correct 
number. 


DETECTIVE 
Glass and book 

The detective announces he can read 
fingerprints. He asks each person to 
make an imprint of his fingers on the 
glass when it is passed around. 


The then that 
someone pick up the book and place 
it on a table while he is out of the 


detective requests 


room. When he returns, he guaran- 
tees to identify the person who moved 
the book. 

The detective the book is 
moved; he returns, compares finger- 


leaves ; 


prints and identifies the person. 
Solution: A confederate of the de- 

tective, who is in the group, quietly 

imitates the person who moved the 


book. 


FIFTEEN 

Paper and pencil 

Put 
number 1 to 9 in squares so that the 


Make 9 squares on a paper. 


columns total 15 in any direction. 


Solution: Place 5 in center square 
and 2, 4, 6, 8 in 4 corner squares. 
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BROOM OVER THE HEAD 

Two players are “in cahoots” in 
this game. One player leaves and the 
one who stays in the room holds a 
broom over the head of any person 
His 


helper calls back “broom over the 


and calls ‘broom over the head.” 
head.’ This continues until the inside 
man holds the broom over the head of 
the chosen player and says “broom 
over whose head?” and his helper 
tells him who it is. 

Solution: Before the outside man 
leaves the room, the inside man will 
casually point the broom at some per- 
son in the circle. This is the person 
the leader will be holding the broom 


over when he says “broom over whose 


head ?” 


JAMBOREE 


One 
person leaves the room and the group 


Two persons are “in cahoots.” 


chooses an article for him to identify. 
When he returns, his partner asks 
“Is this it?” until the answer is yes. 


Solution: As person leaves room, he 


places one or more fingers on the door 


jamb. The 


“inside” man then knows 


LEMONADE 
Two lines of players about 20 feet 
apart 


Each group chooses an activity and 
then advances toward the other group 
with the following dialogue. 


TRADITIONAL GAMES 


when to point at the correct article, 
depending on the number of fingers 
placed on the door jamb. 


MAGIC MUSIC 


One player leaves the group and 
the others select some object in the 
When he 
returns, all sing some well known 


room for him to guess. 


song, singing louder as “It” gets 
closer to the object and softer as he 
goes away. When he finds the object, 
he selects another 

A more difficult version of the game 
is for the group to choose some action 


for ‘It’ to do. 
SILLY TILLY 


The “Tilly is 
funny and odd, but not peculiar. She 


leader says silly, 
likes green and yellow, but not red 
or blue. Can you tell me how Tilly 
is Silly? 

Each player in turn names things 
that Tilly likes or dislikes until they 
all understand her habits. 

Solution: Tilly likes things contain- 
ing double letters. 


Here we come. 
Where from? 
New York. 
What's your trade? 
Lemonade. 


First 
Second 
First 
Second 
First 


Second—-Show us some. 
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Members of first group begin 
demonstrating chosen activity. When 
someone in the second group correctly 
guesses the activity, the first group 
runs for their safety zone and the sec- 
ond group tries to tag them. 

All who are tagged must become 
members of the other team. 

Game continues with second team 
demonstrating their activity. If either 
group chooses an activity that cannot 
be named, the same group chooses 


another activity. 


THREE DEEP 

Players stand 2 by 2, one 
behind the other. Two extra 
playe rs 


One extra player is “It” and chases 
the second extra player, the runner. 
At any time, the runner can stop in 
front of a couple. When he does, the 


rear person in the line of three, be- 


comes the runner. When a runner is 

tagged he then becomes “It.” 
Variation: Can also be played as 4 

deep if there is a large group in a 


small space. 


STOOP TAG 


One player is “It” and attempts to 
tag any other player. Whenever a 
player is tagged, he becomes “It.” A 
player, who is being chased can stoop 
at any time. When he stoops, he 
cannot be tagged. 

NOTE: You may want to limit the 
playing space when playing outdoors. 


SQUIRREL IN THE TREES 


Players standing in groups of three 


Two runners 


Two players in each group of 3 join 
hands to make a hollow tree. The 
third player is the squirrel that stands 
inside the tree. The 2 runners repre- 
sent a squirrel and a dog. 

This is a tag game with the dog 
chasing the squirrel. When the squir- 
rel is tagged, they reverse roles. The 
squirrel may duck into a tree at any 
time. When he does, the squirrel al- 
ready in the tree must get out and be 
chased. 

After a few minutes of play, the 
squirrels become part of the tree and 
one of those forming the tree becomes 
a squirrel, 

Variation: Have only one extra 
player. At signal from leader, all 
squirrels find a new tree and extra 
player tries to get into a tree. 


RED LIGHT 

One player is “It,” hides his eyes 
and counts “One, two, three, four, 
five, six, seven, eight, nine, ten, red 
light.” While he counts, players run. 
When “It” says “Red Light’ they 
must stop. “It may look as he says 
“Red Light’’ and if any are still run- 
ning, he calls them back to the base 
to start again. 

When all players are out of sight 
and in a hiding spot, “It’’ continues to 
count for a few minutes. Then he 
says, “Here I come, ready, or not.” 
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“It” then searches for players. 
When he finds one, he runs to base 
as does player he finds. If “It” touches 
base first, he says “One, two, three for 

If the player touches base 
first, he says ‘Free’. If there are some 
players that “‘It’’ cannot find, after a 


period of time, he says, ‘All who are 


RHYME TIME 


In Rhyme Time each person, or a 
group of persons, gives a descriptive 
phrase or sentence that is a two word 
rhyme. The other team, or members 
of the group must guess the rhyming 
words. 

Example: A colored vegetable 

Green Bean 


An amusing animal—-Funny Bunny 


BAD HABITS AND REMEDIES 


Two teams 


Teams are called Bad Habits and 
Remedies. The captain of Bad Habits 
whispers to each team member a habit 
that would not be becoming to a mem- 
ber of the group or club. The Reme- 
dies’ captain whispers a remedy to 
each player on his team. 

A member of each team introduces 
himself to a member of the opposite 
team with this kind of comment: “I 
have the habit of biting my finger 


nails’. The answer comes back, “Try 


soap and water.” 


NONSENSE GAMES 


out may come in free.” 

“It” for the next game is the one 
who was tagged first if the game is 
played in the morning and the one 
who was tagged last, if game is played 
in the afternoon. It is described tradi- 
tionally as ‘First by morning and 
last by night.” 


DOES IT CHICK 


Seated circle, 10 players maximum. 
2 articles to pass 


The player who starts the game has 
two small articles such as a pen and a 
pencil, 

The player who starts the game 
turns to the person on his right, hands 
him the pen and says, “This is a 
Number 2 asks, “Does it 

Number 1 


whistle.” 
whistle?” 
whistles.” 


replies, “It 


Number 2 hands the pen to Num- 
ber 3 and says, “This is a whistle.” 
Number 3 asks, “Does it whistle?” 
Number 2 asks Number 1, ‘Does it 
whistle?” Number 1 replies “It 
whistles,’ Number 2 replies to Num- 
ber 3, ‘It whistles.” 

Number 3 hands the pen to number 
4 and the game continues. The ques- 
tion is always referred back to Num- 
ber 1. He alone has the answer to 


this important question. 
At the same time the whistle is 


being passed to the right, Number | 


| 


turns to the person on his left, gives 
him the pencil and says, “This is a 
chick."”. The fun and confusion really 
reach a high pitch when the whistle 
and chick meet and the players pass 


tions. 
until 


Continue the game 


player. 


INDEX 


GAMES REQUIRING NO EQUIPMENT 


Bad habits and remedies 
Bird, beast, fish 

Cat 

Chinese knots 

Dumb crambo 

Elephant 

In the manner of the adverb 


Lemonade 


GAMES ADAPTABLE 


Alphabet scramble 
Autograph bingo 

Balloon bat ball 

Bird beast, fish (version 1) 
Cat 

Concentration 

Draw a star 

Elephant 

Lemonade 


Magic music 


Magic music 
President 

Red light 

Rhyme time 

Silly tilly 

Squirrel in the trees 
Stoop tag 

Three deep 


TO CHILDREN UNDER 10 


Numbers 

Pin hole picture 
President 

Red light 

Sing song mixer 
Slipper slap 
Squirrel in the trees 
Stoop tag 

Three deep 


questions and answers in both direc- 


both 


whistle and chick are back to the first 


ne 
7 8 
9 13 
6 14 
10 12 
10 13 
9 = 
7 8 a 
6 13 
8 13 
12 13 
12 
4 
4 
4 
15 


GENERAL INDEX 


Alphabet scramble 9 Mental games 11 


Autograph bingo 5 Mill 9 
Bad habits and remedies 14 Nonsense games 14 
Ballon bat ball 9 Numbers 9 
Bird, beast, fish (2 versions) 7 Paper bag dramatics 11 
Broom over the head i2 Pin hole picture 8 
Cat 9 Planning 2 
Categories 6 President 8 
Chinese knots 6 Put yourself through a card 4 
Concentration 7 Red light 13 
Defrosters and mixers 4 Relay or team games 9 
Detective 11 Rhyme time 14 
Does it chick 14 Rhythm 7 
Dramatic or acting games 10 Scrambled anagrams 10 
Draw a star 6 Scrambled words 7 
Dumb crambo 10 Silly tilly 12 
Elephant 8 Sing song mixer 6 
Evaluation 3 Slipper slap 8 
Fifteen 11 = Socializers 6 
In the manner of the adverb 10 Squirrel in the trees 13 
Jamboree 12 Stoop tag 13 
Knot untying 9 String Puzzle 5 


Lapel needle i Ten up 11 
Leadership 3 Three deep 13 
Lemonade 12. Traditional games 12 
Magic music 12. Using your senses 
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